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FOREWORD 


Isaac Clarke, many action TERES of him in his сай 
suits, Necromorph figures, T-shirts, novels, a 

wasn't that long ago that the world of Oge 
small idea in our minds. It has beep 
the rich, expansive world it is Ж 





ideas to the Dead с" universe; хр arifying it, апа 

deepening it. ۵ First early с melike legendary artist 
Ryan Church First paint ig of | he mighty 156 Ishimura pulling a 
continenk-sized chi af a planet, to Brett Martling's startling 
new Mecromorphs from "ice planet Tau Volantis, each had а huge, 
influence on the final work, and yet very little of their effort е 
seen outside the studio, until now. 
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4-тілу iterations of an idea. GA j : | 
what would become the icon ји | һе suit was his Е try at it, к 

andıthat's after many other arti ЕЕ аа з ро at Isaac before him. Ben 

+. Wanat's "final" Necromorph images bear little resemblance to his. | 

| first attempts, done Ша. ا‎ | 


р Other times, an artist nails it Hight away. 1 can clearly remember 
| ~ ~“ walking into the studio during the First weeks and seeing а small 
і = group, по larger than five or six, of spaceship a sketches оп the wall 
і | E A meant ta only be preliminary ideas. “That's it, That's the Ishimura” 
> ча з = > І said out loud, pointing at a hulking ai riga obarship v with ап еріс rib А 
| . А cage. Il was perfect. It took a matter | mda to get to aur hero ship. +,“ 
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5 has beén an honor to be 

anyone else, Every ўз 

ist work goes up оп the 
beautiful or эй. 

ses? This journey 

da ship, to the huge 

у proud tobe apart of. 


("> Each day at the studio the past seven 8 
k- someone who sees these great imag es 
ime we get together as a «барнай 1 

= || — || вага, І get little butterflies offexcitemen 
\ things will I see today? What و‎ el 0 


Y | from images of one man, some monsters, а 
universe it is today, has been one Г т extreme 
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And now, I'm proud to share those images with} 


Tan Milham 
Franchise Art Director Dead Space and Dead Space 2 
November 2012 
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а AN ORDINARY HERO 


> : - Video game leads аге usually cut from the same cloth; be they зирёг- 
soldiers, bravado cops or daring renegades, there's no shortage of 
extraordinary heroés. Isaac Clarke is a little different though = an қ 
everyman placed in а horrifying situation, ће is іп many ways the perfect 
اع‎ Гог players lost inthe bloody: chaos; ol the Dead брасе ва 
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“When: starting up up your project, уоште thinking ‘what с can your 
Г e 7 how does the environment react to himî and things like that,” 
creative director pen Wanat. "You're not really thinking about 
m al - very quickly we cided we didn't want 
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А constant visual motif in the Dead Space universe 15 ribbing 
= it is repeated in the architecture of the Ishimura, the layout 
of the Sprawl, and the seared ice-plains of Tau Volantis. It 

is also an integral part of Isaac's suit. "The design was very 
random at the beginning, with pencil sketches of a varied 
design," illuminates artist Chi-Wai Lao. "But as aur fiction 
started to shape up, with Isaac being a space engineer 
stranded in а horrific ship and struggling to survive, same of 
the sketches I drew started to click with that idea. 

Ilinked the unique ‘ribbing’ motif with a lot of repeated 
blocky plates on tap of a body suit." 


The suit's ribbing reinfarces that motif, ties in visually with 

the design of the Ishimura, and has other purposes ton. ! ЕГ. 
“Technologically, we wanted to invest іп the lighting - so ! : لاس کے‎ к = 
а serrated texture like that gives а lot for the light to play 5: I ۱ 
around on,” says art director lan Milham, who has helped 
define thedook of Dead Space from its genesis. "The player's 
going to move through the lighting, and it gave the shadows 
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In the First Dead Space, 
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Dead Space? introduced а variety of suits for Isaac, some of which d 
reinforced the series' original aesthetic while others hinted at 
other influences on the original design. "We wanted the design “се 
to have a ‘vintage’ look, which is echoed іп a lot of those diver suit 
designs,” says Lao. The nautical theme is not isolated to the suits ° 
It’s something that recurs in the Necromorphs and, later on in the é 2 г 
series, in some of the new alien species А у 
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EL ere capable of using. Advanced 
= аге not for young adults or small 
ren. 


я calm and close eyes іп case helmet 
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THE USG ISHIML 


THE PLANET CRACKER 


The USB Ishimura is a planet cracker, a hulking industrial ship that is — ' 4 

designed for one purpose: to mine entire planets in a bid to save a dying у 

Earth. But inside, it holds а deadly secret: а warren of dark corridors and A ГУ ac Е 
deathly shadows that's home one of video games’ best horror stories: ' 
“The Ishimura came about because we really wanted to do some big sci-fi 
ideas in the story,” says Ben Wanat. “We wanted it ta be grounded, but 

we also wanted to throw in some elements that border on the fantastical, 
That's where the whole idea of planet cracking = where you've got a large 
industrial ship that goes out and destroys an entire planet to get the қ 
resources from it = comes fram." nz 2 i ; с а” 
It is that spectacular function that initially dictated the Ishimura's design 0 
and took the ship on a very different path ta the one it would finally : 
settle upon. “In the initial designs, it was these glistening towers and this 
alrhost beautiful setting. But we thought that wasn't going to work for: 
horror - so we took this notion of this oilrig out at sea and built that into а 

this planet cracker idea. We started to get some sketches out, and began ха < 
to see some designs we were really happy with.” 





The grounded industrial root 
the exposed ironwork and cre 
structure that is unequivo 
that is an essential part of thes 
“А ceference point was gothic. 
are really easy to read. ow they "TE 
"Today's architecture, with cantilevers and ¢ 
they purposefully hide that, As much as 

the supports exposed, so it feels like а tangi 
and believability.” 5%. 


It's that believability that gives the Ishin | 
Although а fantastical ship built some four hun 
future, ¡Us а living, breathing space, and апу ^ 
the nightmare will likely tell you it's almost as if they ve Deel 
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WORLD OF HORROR 


The USG Ishimura’s ability to enthrall comes partly from its tightly authored architecture and partly from the weight 
of the world that is propping it up. There's a deep, rich fiction that's hidden just beneath the rusting surface of the 
ship, and it's one that’s fleetingly referenced throughout Isaac s exploration of it 


“We needed to make that ship feel very much а pact of theworld the player 
was in," confesses Ben Wanat. “It has to be something they completely believe 
in, and that is really key to the horror experience.” Logos and iconography 
hinting at a world beyond the ship's hull helps ground the Ishimura in a sense 
of reality - andit builds a sense of place that few other games can rival 
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` For a ship built in the distant future, the USG Ishimura comes across as а surprisingly old and 
beaten up. "It's very easy to make a spaceship that just feels fantastical,” says.Ian Milham. "We 


tried to refereñce real-world locations as much as possible, as well as mundáne touchstones. If 
you look around the Ishimura, there's а lot of stuff that's actually anachronistic if you're thinking 
of something that's four hundred years in the future. That grounds everything in a tangible reality, 
Even though in the future a fire extinguisher probably looks like a credit card." 
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Isaac is a workman, and what is а n without his tools? In keeping with 
the industrial, blue-collar vibe that's Woven Мо Dead 5расе 5 fabric = a fabric 
that's in all likelihood oil-splashed deñim = tools take the place of weapons in this 
universe, a fact that gives the combat a unique edge. 








"There's an interesting aspect that as an engineer Isaac is more comfortable 
around tools, and we really liked that part of it,” Ben Wanat says. “We decided 
we wanted combat to be a messy tool-based thing, and very gritty. It changes the 
nature quite 4 bit from bullets.” 


That it most certainly does. The first Dead Space was praised for its unique 
dismemberment gunplay, a different slant on action mechanics that was heavily 
informed by Isaac's toolset. Most video games trade in headshots, but in Dead 
Space it’s about limb-shots and severing the Necrom orphs' diseased protrusions 
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Ihe line cutter is the bigger, more brutish brother of the plasma cutter that is traditionally Isaac’s starter weapon. Offering a larger 
spread of fire, it makes up for its unwieldy nature with its sheer power. One to reel out for heavy-duty jobs 
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Dead 5pace's slight nautical theme is reinforced by the javelin gun, А high-end, heavy-duty weapon, it's more th little гетіпісс 
۱ | E в ‚ heavy-duty weapon, И ۶ more than a little reminiscent 
г с Ра ц Гг" رر ما‎ i ۲ $ 1 и. 
of a diver $ speargun. Combine it with Isaac's antique suit and you've got an image that looks like it's been pluckec oht from the 
y е IRE that 10085 like ۱۲ 5 been plucked straight from the 
pages of a Jules Verne novel. 
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First introduced in Dead Space 2, the detonator boasts the capability to fire off sticky mines that are 
then triggered by movement. Perfect for laying a trap or managing busy crowds of Necromorphs - 
a piece of kit that no toolbox should be without, 







































VVEAPON CRAFTING 


Dead Space 35 introduction of weapon crafting opens up 
the toolbox at the player's disposal = existing weapons can 
be combined, or new ones forged by picking up materials 
scattered across the game world 


"There were а tan of challenges with designing weapons 
that are 50 customizable,” Jehan Choo explains. "Since 
each weapon can be stacked with any other weapon to 
create a dual firing gun, each part had to not only look 
individually awesome and functional, they had to all match 
with every other gun. For every two steps forward we took 
with designing these weapons, we had to take one back to 
fixa core issue.” 


"Рог example, the base of the gun which all the pieces 
attach to went through many revisions because we 
couldnt figure out how Isaac would hold it, given that the 
pose had to work with every single configuration, There 
were many restrictions, such as how high І could design 
each gun part, sa that they wouldn't clip through Isaac's 
body when combined, or how heavy each piece could look, 
since the eun had to still look wieldable when assembled." 







0 5 3 7/7/۶ АЫ ENGINEER'S TOOLS 


As much as players will delight in self-crafted tools, for 
designers keen on maintaining a certain look, weapon 
crafting could cause a potential headache. A happy 
solution was found, though: “In Dead Space 3, we followed 
а lot of the weapon blueprints we made іп the first two 
games that we know are fun and that work, and then we 
keep adding more to it,” says Chi-Wai Lao. 


“Visually, it is quite a different approach, as we are no 
longer designing a self contained individual tool, but 
rather designing a lot of parts that can be combined into 
a tool. Many of these parts still have the resemblance of 
previous shapes - they echo to the player with what it 

5 and does, yet it went through а slightly different art 
process in order to get made.” 
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DEATH IS ONLY THE-BEGINNINGS 275 Y: 
The twisted backbone af Dead Space's Universe is Unitolagy, tHe religion ry 729€ d 
that is a driving Гогсе іп the series’ narrative. Formed at the midpoint. 4 m E یا‎ 
between our own present-day and that of 15۵۵۴ Clarke's, the Churai ۰ NÉ 
of Unitology is a faith that is built around the Markers, the mysterious کے‎ а 
spiraling monoliths that punctuate Dead зрасе story” « 1 
T ый 
Although it started as a cult - as laid out in Dead Space: Martyr, a prequels 
navel set three hundred years before the events of the first game - by rhe 
time the USG Ishimura makes contact with one of the Markers, ПЫ 
has spread to every level of society 7 гЁ 


The core beliefs are simple: Unitologists see the Marker абай 
ир ‘Convergence’, ап event that Web > 
exactly that entails begins as an Enigma before becami شرت‎ 
vivid = the events that tear through the Ishimura and thë sprawl rebuke 
the beliefs of the Unitologists as sickly, twisted flesh. _ TT 
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Rather than being a moment of spiritual beauty, Convergence is а messy, dirty affair. The Markers emit 
frequencies that can send people into madness, be it the violent psychoses that sees communities tearing 
each other limb From limb or the slow, creeping insanity that afflicts Isaac. The same frequencies turn dead 
flesh inta Necromorphs - and once enough have been created, they gather around the Marker in an act of 
Convergence, leading to anew stage of Necromorph evolution 























THE CHURCH OF 


UNITOLOGY 


Visceral's artists had already developed a taste for designing cathedral-like 
architecture with the Ishimura, and with Dead Space 2 those skills were 

set loose on amore literal interpretation. The Church provides a stand-out 
moment, the cascading light and austere interior contrasting wildly to the 
homely clutter of the Sprawl. 


It is also а chance for the artists to fully ground the Church of Unitology, and 
to illustrate how embedded it has become within the society that Isaac Clarke 
finds himself in. "The Unitolagists got a lot more detailed in Dead Space 

2" says [ап Мат. “There we developed how they worship, what kind of 
programs they're using, and how all that worked together.” 


А centerpiece of the Church is ‘The Sisters’ = the two female figures that 
embody the beliefs of Unitologists, supporting the building while they reach 
out in their service of a higher cause 
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Al the foundation of Unitology is one man, Michael Altman - a scientist 
who first unveiled the Black Marker, The religion that slowly built around 
him, like so much in Dead Space, is grounded in a rich and broad fiction 


"It's trying to take religion as a very abstracted idea, lan Milham says 
of Unitology. “With the iconography, there are certain commonalities 
throughout. If you look at the crucifix, or the cross - Greek Orthodox or 
Lutheran or whatever, they interpret that in very different ways, from 
the ash on someone's forehead to an incredibly ornate Roman Catholic 
carved cross on a pole = the same symbol becomes so much bigger and 
emblematic. You see that with the Marker - sometimes it's a simple 
figure of eight, and other times it's this elaborate structure." 
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TWISTED АМАТОМТЕ$ 


Every monster movie needs its monster, and every horror story 
needs its boogeyman. Dead Space boasts some of the most hideous 
monsters and some of the creepiest boogeymen in the shape of the 
Necromorphs, the fractured mutations that are Isaac's main foes. 


“What we were trying to do, as much as possible, was referente 
real world things that gave us an emotional response,” describes 
lan Milham. “We wanted the Necromorphs to evoke injury - actual 
people that have been injured as opposed to exotic aliens, For horror 
to really work it needs to be relatable - the Predator is a big alien, 
for example, but he's not scary. Big aliens aren't scary." 


The Necromorphs, though, most certainly аге, Inspiration came 
from some obvious sources – H.R Giger's Хепотогрия, and most 
pertinently the warped abominations seen in John Carpenter's The 
Thing - but from some less obvious places too. Parasitic fungi and 
the sticky effects it can have was one such source. “A mycology 

. textbook rends like a horror novel,” says Milham. 
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۴۰۰۱۱۷ concepts of the Necromorphs had a translucent, swollen be returned to in later games. Expanding on the месготогрг 





Шешу to them, like bloated corpses that had washed up ashore concepts, Ben Wanat explains, “І end do : 
ch as Carlos Huante's grotesque figure below. The look came of concepts for creature design, and I started build 


тт an aquatic influence that was put to one side, only ta prototypes that I'd animate so people could see t! 
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THE VARIATIONS OF 


DEAD SPACE > 


The genealogy of the Necromorphs was extended dramatically in Dead 
Space 2. Brutes joined Crawlers, Leapers, and Lurkers in а grim rainbow 
of variety, 35 species development demanded a different outlook in the 
design. “That was kind of different,” confesses Brett Marling. “Most of the 
Necromorphs are people-sized. You have to come up with how all these 
bodies fit together and merge to form this giant, nasty thing. You still want 
to keep that human element, because that's what makes the Necromorphs 
scary = you can see the human in there.” 
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We bought a goat а the butchers,” Ian Milham гес 


allis 


ign Inspiration from lookin с al car accident photos 


Theres actually footage of that goat inthe front-end of the first 
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Its really dark and it 











Real life and somewhat grisly influences remain in Dead 
Space. "I referenced textures of meat," admits Brett Marling, 
who appears to have become an eccentric regular at his local 
butchers. “I'll go to the grocery store and buy the meat that s 
оп the manager's special and scan it in, and ۱۲۱۱ be all green 


and nasty looking.” 
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Ф _ those images that I liked and decided it would be nice to do a full-on pantheon of Necromorphs 





FEEDERS AND FODDER 


It is always nice to welcome а new member to the family = even if the family's a rag-tag bunch 
of mutated corpses and you're introducing а mummified stranger. Feeders are Dead Space 35 
addition to the Necromorph clan, though they have their roots in the series’ past. "Some of the 
very first concepts І ever did were mummified spacemen on a spaceship being taken over by 
corruption,” Ben Wanat shares, “Maybe because I did those things so long ago, as the creative 
director on the third game I really wanted to do Necromorph mummies 


"There's just something really creepy about mummified remains = they trigger something 
е different in you than a recently dead person. They've got their own creepy vibe. І went back to 


based оп that notion.” 








Ғы 
ч." 











% سو ۰ ۶۸ 





я PR - ¿REF ЕЕ Я r e wow کی‎ 


АІ some points, Dead расе = debt to classic ۰۳ Fis more explicit than at others. The Swarm 


T.i zl сгернігіеса ара Alo a kia аце حر ہر‎ гір he 
Infectors creeping into а hast's body is reminiscent of Alien, while the disembodied heads 


гга wling across the floor borrow from The Thing’: st 


Sci-fi cinema only helps to strengine 
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LONG LIVE THE 


NEW FLESH 








The introduction of a new alien 
species means а new type of 
Necromorph arrives in tandem. 
Without the human anatomy 
holding back the process, alien 
Месгатогрһ are more abstract 
in design, and in some ways 
more horrific, 
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THE NECROMOON 


Sexe Jules Мегпе 5 From the Earth to the Moon and the iconic imagery of 
George Melie's Le Voyage dans la Lune, there has been a sc-fi fascination with 
swbverting orbiting bodies. Dead Space's spin on that tradition is delivered with 
trademark viscera, scale, and horror by way of the Blood Moon, the final stage in 
the evolution of the Necromorph. 


s this gargantuan form that the Markers have been building up to throughout‏ کا 
the Dead Space narrative. Blood Moons absorb all Ме matter created by the‏ 
Markers, knitting them together in one huge and unholy form in the Final act of‏ 
Convergence. In Dead Space 3, it's an eerie presence, a hidden threat hanging in‏ 
the sky. It's а moon-sized Necromorph, and it's Isaac's ultimate foe - as well as‏ 
ihe ultimate manifestation of the concept of ‘dead space”,‏ 
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The Blood Moon's design makes explicit 
the influence of aquatic life on Dead 
Space's designs. Part-inspired by а squid 
and part-inspired by a jellyfish, the end 
result looks like the feverish imaginings 

of an 18th-century sailor, and recalls the 
fantastical representations of sea-life seem 
in that period, Again, the German artist 
Ernst Haeckel was a reference point for 
the artists. 





























Throughout Dead Space's history, the guidance of Н.Р. Lovecraft's 
imagination can be subtly felt, and it is writ large across the sky in 
Dead Space 3. The Blood Moon feels as if it has just stepped out of 
Lovecrafts own Cthulhu Mythos, calling to mind the Great Old Ones, 
the huge beasts that are worshiped by twisted human cults. 
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CONQUERING A MOON A 


Я - 
“After the ۱۱۴۹۲ game, we thought о PT I ине 
to put you in Штета of à big Nec гоў ...رت‎ 


says Ben Wanat. “The Sprawl Was the ys Е . 
built everything around the ۱۵۲۱۵۸8 being" , 
stuck ona space station surrounded Ginn š P 


аге changing argund you. It's ап пре и 
situation to be ЛІГІ” 
а zombie outbreak.” ата و7‎ : 


The Sprawl itself is as much a star of the se 000 

the USG Ishimura is in the first. A colossal 7و٣٦‎ 

spinning in the orbit of Saturn's moon Titan, it ШЫ 

contrast to the rusting browns and reds of еп : 

interior, and allowed а much broader, mare собе | ^ E 

palette for the artists to play with. It is brighter yet darker, /7 

tighter yet more open = a complex backdrop withimwhich Я 4 е, P 
the game could further explore the fragmented society of i 
Dead Space's stark future. 


“The first Dead Space was a particular moment inthe Í ў 

series’ history," says Ian Milham. “For Dead Space 2 we | I [M b 
wanted to go a lot more modern, and a lot more current- | W TW ' , 
day іп the technology of the universe. You see it in | "۷ Е | 
Isaac's Advanced Suit, and you most definitely see itin ` (۷ 
the Sprawl.” W. T 
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"We wanted nelehborhoods that Felt dir 











А A ON 


THE HORROR IS. 


If Dead Space is about the cold isolation of being stranded, then Dead Space 2 is about the 
horror of seeing your domestic surroundings upended. The living quarters of the Sprawl аге 
grounded in а grim reality, which lends them an eerie familiarity. 


"It's got all of the comforts of home, all of the things we naturally expect to have in a big city,” 

Ben Wanat says. "It was fun to play with that. One thing I love about the apartment complex | 
is that it"s very inspired Бу 1970's and 80's kinds of architecture, as well as the colors and the 
fabrics. It's got that nasty carpeting on the Floor that's all torn up, and it's kind of a сгарру 

place to live.” 
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THE CULTURE 
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Look for other Extinct 


Animal Friends, including: 
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-Giraffe! 
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152///DEAD MOON RISING 


HOME, SWEET HOME 


Dead Space 2 introduced a slightly brighter vision of the future, even if it 
was опе that was still covered іп grime and flecked with blood. For Dead 
Space 3, there's a return to the darker vision of ће first game, and а 
move away from the far-future look of its immediate predecessor. 


"We didn't think there was much gold if we kept going along that line,” 

i explains lan Milham. "We didn't want to eo super-futuristic = that didnt 
та feel appropriate to the series. We thought what would be interesting was 
—- а combination of going to the past of the series - not time-traveling as 

such, but having vestiges of the past іп the world of Dead Space 37 
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E MASS DRIVER 


“All af these ships predate the Ishimura by a couple of hundred years,” says lan Milham. "They're 


floating around in a spaceship graveyard, and it gives us a chance to bring in vintage influences = 


especially in aur terms from the 19405 and 505 = into the Dead Space world." 


СМ» Terra Nova, otherwise know as the Mass Driver, is the perfect example of that = a run-down 


vessel which also sees a return to the rib motif that runs throughout the series. 






























































THE EUDORA 


In contrast to the decaying Flotilla, the Eudora is a sterile, bright looking 


ship. It acts as the springboard for Isaac's exploration of the dead ships, 

and its cleanliness creates an intentional disparity. 43 
“What we were trying to do there was create contrast,” Alex Muscat, Dead 

Space 35 art director, says. "It's sleek, it has refined lighting and the 


architecture is streamlined. What happens is that you quickly leave it as 
you enter the flotilla, and you then get to these really grubby ships.” 
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x‏ لے سن 
Dead Space З introduces а co-op partner be firsttime‏ 
in the series in the shape of Carver, a grizzled 0‏ 


survived a Necromorph outbreak and joined up with Ellie = 


and Norton. While the wider expanses of Tau Volantigpffer 


plenty of range for two players to aid one another, іп the: کا‎ 


tighter, more isolated areas — such as tunnel systems and - 
ice caves 一 even an ally won't allay the inevitable terror. 
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as | | 
u, Tau Volantis boasts a weather system - а first for Dead Space - although it's set mostly to 


cold and harsh. Through the bleak and ceaseless sheets of snow are outposts, battered by 
the elements but offering small moments of brief respite. They're important nat anly to give 
players a breather, but also ta control the pacing of the tightly scripted experience. 
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ENTERING THE 


. FACILITY 


The biggest secrets of Tau Volantis lie beneath its wintry surfate, 
and t کا‎ here that Isaac comes across а new breed of creatures 

“frozen under the ice. They're more than а new, skittering 

presence in Dead Space's grote5que menagerie, though = they're 
a link that binds together much of the mythology and lore of the " 
series, and provide a satisfying answer to many of Dead Space's 
recurring questions. 
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THE ALIEN CI 


1697 


The original inhabitants of Tau Volantis were a race of 
aquatic aliens whose fates were interwoven with the 
Markers. "Tau Volantis was a giant ocean, and theni 
froze,” explains Alex Muscat. "That's why ¡Us this ite 


ce plat 
The aliens are embodied іп the planet, because ney че. 
aquatic by nature - the design is rooted іп thal Fort Ne 
actual architecture of the city itself, we tried tog 

circular motif - it's where all the aliens came toget 


one and built this machine. That's the city itself.” 


The alien city itself is vast and cavernous, locate т 
below the surface of Tau Volantis and provid T. 


Space's most spectacular backdrops. 











There is a clockwork element to the desig 





спо the alien city = partly to return to the circular motif in the artwork, and рагі ly to 


include a series of intricate spatial puzzles 
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Рог a series that has never shied away 
from sci-fi references, it is fitting that 
one of the final places Isaac explores is 
an explicit homage to the alien ship that's 
at the centre of Ridley Scott's Alien. Like 
the subsequent prequel Prometheus, 
Dead Space 3 toys with concepts that аге 
rooted in the work of Erich von Daniken, 
though = as ever = they're done witha 
style that is uniquely Dead Space 
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